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" The Saga CO Disc is intended lor uae eKCiusively iwilh IhB Segs CD'" Syttem, 

• Do not bend il, Drush il, or subirierge It in liquids. 

' Do no! leaifB il in djrecl sunllglil or near a radiator or otfier Eoifice of heal. 

• Gs sure to lake an occasional recess cJunng eilended play, to rcsl yourself and 
I he Sega CD disc. 

- KEEP VOUH SEGA CD DISC CLEAN. Alvi&is hold tif the edges, and kesp in 
jls case wJien nol In use. Clean with a Iml-free, soft dry clolh — wiping in 
slraighl lines from cenWi lo eflge. Never use solvenlsor abrasive cleaners. 

WARNING: READ BEFORE USING YOUR 
SEGA VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience 

epllepiic seizures when exposed lo certain lighi patterns or 

flashing Lghls. Exposure to certain palterns or backgrounds on 

a television screen or white playing video games may induce 

epileptic seizure in Ihese individuals. Certain condilions may 

induce previously undetected epilepMc sympLoms even in 
persons who have no hislory ol prior seizures or epilepsy. If 

you, or anyone in your family, has an epileplic condition, 

consult your physician prior lo playing. If you ejtpehence any 

of Ihe lollDwing symploms while playing a video game - 

dizziness, altered vision, eye or muscle twiiches, loss of 

awareness, disoneniaLlon, any involuntary movement, or 

convulsions - If^MEDIATELY discontinue use and consult 

your physjcian before resuming play 



WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

STILL PICTURES OR IMAGES MAY CAUSE 

PERMANENT PICTURE-TUBE DAMAGE OR MARK THE 

PHOSPHOR OF THE CRT AVOID REPEATED OB 

EXTENDED USE OF VIDEO GAMES ON LARGE-SCREEN 

PROJECTION TELEVISIONS. 
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OBJECT OF THE GAME 

The evil ComniEinder Borf is attacking Earthf With 
fhe help of his dreaded weapon, ihe Infanto Ray, 
Borf wiff reduce all of hufTiankind to infants and rake 
over the planet. 

Only Iwo people have the courage and strength to 
stop Borf and save E^nh: me beautirul Kimberly 
and the heroic Ace. But as they approach Borf s 
stronghold, Ace is hit by the fnfanto Ray, 
changing htm into ti we^ikling, ^nci Kij"nt:icrfy is 
kidnapped by the evif madmani 

Only you can gufde Space Ace and his 
weak alter-ego Dexter, to rescue 
Kimberly E\nd defeat Borf. Bu! 
warch out, many dangers and 
deadly beasts av^ait as you 
travel throughout Ihe galaxy 
chasing Borf from space 
station to pfanerand back 
againl Survive Borfs monsters, 
rescue Kimberly and fin^Wy 
confront Borf himself \n 
deadly hand to hand 
combat before the Eanh 
is enslaved foreverl 




PLAYIIMG SPACE ACE 

Yuu do not conirol sll of Aci^'^^criom, rather you conrrol his 
reactions to the evenly ih^rt happen around him. As you 
watch the animiitjoa you musr decrde rn which direction 
Ace should move on [he screen and when. 



You must use your wit cind reflexes to avoid the obstacles of 
e^ch scene, Each scene wjfl recfurre many cFlStmpts to 
master. In general, fiashing dems wrii indicate the direction 
which you are requrred to move to use Ace's laser gun ir 
necessary. 

To finish a scene success ruiiy you must make moves or press 
the Ti RE " button when Ace is in danger. Tjmingisvery 
CNtJcaf and often you may make the correct move, but at 
the wrong time Also, many scenes require more than one 
move. If you have ErouhJe, watch the animation carefully 
and move Ace in the safest direcEJon. oj if no direction js 
safe, press the FIRE" button to use Aces laser gun. 

ifyou're sure you have made the correct move, make the 
move a little sooner or a little later. Don't be surprised if Ace 
doesn't move immedrarely after you have made a move. 
You must wait for [he annnatron to finish, and Jf you made 
the correct move(s), you wjfl continue onto the n<:^x.t icene. 

The game will end if you lose 3U of your lives or when you 
defeat Borf in the final confrontation. 



In cerrajn scenes you will have the optfon to "Energise". 
This allows you to transform fiom Dexter to Ace. Simply 
press the "FIRE" button to complete t\-ie scene as Ace, You 
will continue as Dexter if you don't press the button. 



CONTROLS 



The "START" button will begin Ihe g;ime and once the game 
has begun, the "START" button can be used to pause the 
scene. Ace's laser gun is controlled by the "B' button on 
your control pad. The directions you wfll need are UP (top 
arrow), DOWN (bottom arrow), LEFT (left side arrow) and 
RIGHT (right side arrow] on your "D ' (Directional) pad. 
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STARTING THE GAME 



y\fter the CD has bci^n insened and ihe "START" button has 
been pressed, the demo mode will automatically begin. 
Press the "START' button and the selection screen appears, 
Vou have the option Lo pl^y Space Ace, return to the Sprite 
Ace demo or view demos of other ReadySoft titles. Use the 
"D" (Directional! P^d to select these options sr\6 press 
"START" . You Will know ihc game has started when you see 
Kimberiy dnC Ace standing on a cliff. The rock crumbles 
beneath Kimberly's feet and she begins to plummet until 
suddenly ^he js whisked away by a tractor beam into the 
spaceship of the evil Commander Borfl 




PLAYING SCENE ONE 

Borf wiJI appear from h(s sp^ce sisUon flying on tin anfr- 
gravily pfafform. He wNI fire hi^ l^^er gun at the ro[:ks 
arounJ young Ace. Jusr before the third laser shot, move 
i^lGHTand Dexter wJlfjump f^chfnct Lhc r^rgerock on rhc 
nght sjdc of the screen. Sorfwifl fire ^gatn hitting [he top of 
ihe rock. Ccforc BorF ^f^ooE^ at the rock ^gatn, move RiGhTT 
and Dexter wjll jump frorri bthfncJ the rock lo tho center of 
the screen 3orf wFi! foJJow and Pre hJ^ gun afjain. Before 
Borr cdn shoot. Dexter wilf jump bohjnd the rock again and 
ycu wfiJ have flfiished the scene. 




HINTS 




Note Yoirr movements m^y vaty depending on whether 
you ^re playing as Dexier or as Ace. 



KIM IS KIDNAPPED 

Dexter must ht^^id towards rfie ship while avoFding the ffying 
drojds. When yOLj get to the dirt basheri wait untiJ the 
arms h^ve come up before jumping over the holes. 



An energised Ace must bia^t the flying drord&WhiJe jumping 
from rhf crumbling cliffs. 

THE BLACK SPHERES 

Dexier must njivlg^ie Ihe ^hip through the corridors When 
a green sphere appears, blast Jil 

DODGING THE BEAMS 

Dejtter must avoid af! light beams within Jhe corridors, 

Energised Ace n'rust not only dvold the Irgh; IjilIiiis, 

but watch for the guards as wellf 

THE PLATFORMS 

Dexter must avoid the red Ijghi and run through the 
d/amond shaped door. He must cnergj^e or jump into the 
lunnei. Avofcl the laser beams byjumping onto the moving 
plirtforrris. 

An energl7ed Ace mifst shoot Ihe first turret and then jump 
to the j-nouing platform. Avoid the next blast afid destroy a\i 
the remaining turrets tis you leap From the deteriorating 
piaiforms, 

THE DOGS AND ROBOTS 

Dexter must avoid the alren dogs and laser blasts t}y dodging 
them while running towards the shjp. 

Ace mtJSt blast the enemies while avoiding the lasers. Don't 
be afraid to run when necessaiyJ 

THE JUNK PLANET 

A frantic Dexter must avoid the trash compactors by leaping 
onto the different trash heaps. Once a de*^d end nears, blasE 
your way ot^itl 

Ace must contend with villainous monsters wliife si^rying one 
step aliead of ihe conTpacior. 



THE DOG FIGHT 



THE FINAL CONFRONTATION 



Enrer ^nd njivig^te [he tunnefs lo auoicJ being shot. Blast 
enemy shfps when rhtyrc in your cro^^hairs. 

THE YELLOW PLANET 



For Dexter, running away honi 
tJic wirious creatures is usu^Ny 
[he Desi wsy lo safeiy. bLrl rf 
there s no w^y lo run, ih^n 

}>hUD{} 



In ycur search for ^ w-iy ou[. 
Ace must blast [he yeJIow 
monsLer If ii sreps in your path. 




Dexter must blast his way 

tow^nds the krcfn^ipped 

Kimberiy. Ace rnusi defeat 

the e^/jf Commander BorF 

a( hand to hand comljai 

as he prelects Kjmberiy 

From Further hariTi. Once 

Krmberly rs safe. Ace ^n(i 

BorF must battle it out in this, the frnal confrontation. 

Rcmcrnbcr to tfvojd the dredcfod fnfiiinto PtiyJ 




THE DARK SIDE 

De3<Jpr ^n6 Ace must tringff wifh iherr alter egos. This rs one 
battle /ouVe not going to win by Torcel Just tivord being 
devoured and dodge ihe tjlasisf 

THE MOTORCYCLE CHASE 

For Dexter and Ace you must get JCmbcrJy back to safety, 
AuoifJ the brg boys and blast anything else that happens to 
get in your wayl 



THE ROLLER SKATES 

As both Dewter .find Ace there is only one way to saFe^, 
Waich the ttirns and be carcfuf of holes! 



THE GIANT EELS 

Ace must grab onto the water jets and then bewarei Blast 
the big boys and search for the way out. Jf you run out of 

m. te^\f not, tor help is nearbyf 



■Til* piDdiid hu'i ijHPn r.HiHl by Ihto f nlurlarrFriEJil Son^are Rnlmg Buird. Fmvn mlormaLloi 
abojileh ESHBraling, w iDcnirmcrn.itNjul (lie appropridlBritiii dI ihs raimg, pleafu? 
conlaH nif! EBRS al ►-800-771-3773.' 



COPYRJGHT 

SpaceAce"isa'egls[efe<J[r3dem£iffcorBJuLhC-roup, Ltd -Di99'l 
Characte;- Design ©I 983 Dor> Bluth; ©I 99f ^IJ aud;o. visuals and 
coiTcep! - used under ihe eRC'UEive license of f p'cenrer Inrer^cnve, 

\nc Programmng ©f 994 Read/Solt Incorpor-Eiied. 
All RiCiHTS Rf^SE.?VED. 

DISCLAIMETT 

AJt^iough l*^3dyScfr Inrorporsrr^ .'x^ficvei; ^\m7. progra'r; peffonv. [he 
funa:;on!i described in rtws gu.cJe. "i.e pstXf'arn h provic'ed 'as rs'wjifh 

OL't perforTiance wa'ranties o\ any ^-rd, eitJie"" expreswd or inir>l" '^.1, 
including bo: net 'irm^ed 10, Lheimp'fedwarrantesofmerchii-.i.iijiiijy 
ana liEne^& Tor a pamcula.- ourpose. Tlie enti'-e nsk as ^o the qu.riiny 
and pcTorrrancc of r'~.,'; piTigr?n js wjr!^ yoL.. 

LIMITED WARRANTY 

Re^y^oft incorpDTfired WcH^snts ^he CD from -ranufacrunng defei'K 
for ^ perroci DfOOc;.?/^ from ^le da^e '.>F r.'i.." r^inie ^lould ihe CD frill 
If* the couii^? ofnorrr?ai use wrrf^in rf^p^ .o ^v^ fjc^ioo. KeadySof: will 
replace it. Iris rf^'e re.'ipunibilifyormepijrcnaser lo □ea'" ine cosi ol 
shpping Lhe^e Xerris Lo ^eddySof^ end !o p'Ovide proof o' purcfvi'.c 
vfifyirg V^ purcnase is wihin me 93 oay vv?Tanry oeriod 

To receive waTarsy sefv-cc, cor,[act ReadySofr at; 



ITEMS BEYOND WARRAMTY 

If tie CD "a,'s beyonc ine wa'fsniy periocT, CD'swi^; ne replaced for 
S2C.00 u S. jrnciuc^ing s;hipD,ngr W^en sending goods back rn 
rfeadySafi: fc^ repair frorn c\ks'6c Carfada, please mark the txrfsrr If i if 
the paci:ags "DEFEOVl CA,^iADJA,^ GOODS SEfNG RrUJ?NrD \n\i 
HJFPAIR". 



SEGA mo SEGA CD ARE TRADEMARKS 

OP SEGA £HT£ RPRI3ES LTD 

ALL RIGHTS HEIjERVED 
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3375 MTHAVE.. UMTS?aa 

MAHKHAM ONTARIO 

CAHADA L3R0H2 

Mrniutaolured 4n Iho J^.A. 
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